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Thank you for selecting the fun-filled "CONFLICT" game pak 

by VIC TOKAI. INC. 

This official seal is your assurance that Nintendo ■ has reviewed 

this product and that it has met our standards for excellence in 

workmanship, reliability and entertainment value. 

Always look for this seal when buying games and accessories 

to ensure complete compatibility with your Nintendo Entertain¬ 

ments System®, ” 

THIS CAUL IS 
UCCMSfDSV NlhTEhWJ 

TOR FtAVQMTHE 

cnTLRTflmnlin^ 
=*v«5i te m 

"T^ii ipfenw it*e<T-s«sl by Nin4^ri4>i1 P*ay w' hho 

HimiTfidD §Mlf&mtm*MNT SWffM.-. 
■N#™ihSq *nd N>ntefKfo CrtiBfiniruTw-ni SrMfwn flf# 

i*j111ihi>.1 trjfeO^KVhi, Of Wyili-rtto oI APWOGJI Ice." 

SAFETY PRECAUTIONS 

Please fake lime to read the important instructions in this booklet. Observing 

the step by slep instructions and complying with warnings wiN be your personal 

guarantee lo greater game sahsfaction over a long period of lima. 

1) This is a high precision Game Pak. Do not store it m places titel are very 

hot or cold. Never bit it or drop it. Do nol take apart. 

2| Do not touch the connectors, Do nol get them wet or dirty. Doing so may 

damage the Game Pak and/or the Control Deck. 

3i Do not clean wilh benzene, paint Ihinner, alcohol w Olher such solvents. 

4| Store the Game Pak in its protective sleeve when not in use. 

5) Always check the Game Pak edge connecter for foreign material before in¬ 

serting the Game Pak into the control Deck. 

6) There may be areas on your screen thal are not accessible, but this in no 

way will impede game play, 
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A. RELATIONS 

1. GOAL 

QD Game Overview 

This is a wai-simulation yarrru which pits two powerful enemies against 

each other in modern warfare. The player is tn Command of the move¬ 

ment, battle operations, and supply ol all his unils. During battle, it the 

NORMAL mode has been Reeled, the player assumes personal control 

over the action. 

% Vtctpry And Defeat 

Your goal is to bring the enemy under your control, and ultimately to 

conquer all of his territory. In one-player mode there are 15 maps to 

choose from. In two-player mode there are 15 maps. Victory is achieved 

with the defeat of the enemy commander’s unit. 

NOTE : The commander's unit, a tank unit, is indicated by an "H'. 

5 



2. CONTROLLER PARTS 

Game control is as follows, 

A button 

0 button 

START button 

SELECT button 

Control pad 

Control pad 

A button 

0 bptton 

START button 

SELECT button 

: Selection, cursor 

movement 
■ Make choice, activate 

: Stop action, cancel 

: Unit function indicated 

: Battle mode selected 

6 

3, START UP 

&:■ Selection ot Mode & Number of Battle Units 

Pushing the START button on the Title Screen will bring up lour selec¬ 

tions, t flayer, £ Players,3 Units and Alt units. 

1 Players SLUE = Payer, RED = Computer 

2 Players BLUE = Payer 1, RED = Player 2 

3 Units 3 units can be moved at once 

AH Units All units can moved at once 

NOTE: Alt-Umts mode is more difficult. Three-unit mode is recommend¬ 

ed for beginners. 

% Level of Difficulty (FAME POINT) 

Selecting i-Flayer mode the level of diflicuity appear on the screen 

If the level Is high, FAME POINT (FP] will be necessarily lower. 

NOTE: FP is important in the production of new arms. If your FP is high, 

you can produce several different types of units. If your units occupy a 

town or an airport; or win a battle, you gain FP. 



MAP SELECT 
3 Map Selection 

Any map from 1 io 15 may be selected. 

However map 16 fs reserved tor t-Player 

mode. Upon winning a battle in each of 

the fifteen maps, you receive an important 

password which later must he input be- 

fore entering map sixteen- 

in map 16 there are ihree levels of diffi¬ 

culty. In order lo play on this map, 

however, you must have first secured aN 

previous passwords from map i through 

map 15. 

Note that, although pepper passwords 

may have bst^n used, you cannot change 

levels upon entering a new map. For 

example, if you have used level one 

irom map i to map 10, you cannot 

change to revel two from map 11 through 

l T5. J 
S 

MOVEMENT 

K Selecting Units To Go into Action 

The Control Fad vail allow you to move the cursor io your selection. 

Pressing A button will make your selection (DECISION). 

Press the B button twice to exit this screen. 

Production 

Moving your cursor to the picture of the factory brings up the Production 

Screen. (See nth page) 

Use l he Control Pad to move I he cursor to the unit I hat you wish to 

produce, 

Use the A button to select (decide) which unit to produce. 

NOTE : YOU CANNOT PRODUCE A UNIT AFTER ALL PRESENT UNITS 

HAVE MOVED. For example, in 3-unit mode you may produce after 1 or 

2 units have moved, but not after alt 3 have moved. 
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3 Function of Units 

After moving the cursor to the selected unit, pressing the START button 

will display tht? (unction of Mat unit. Pressing the START button once 

more will bring you bach to Ihe original screen. 

® Unit Movement 

Bringing your cursor to the word MOVE, then pressing the A button will 

initiate a unit move. The Control Pad sols the direction, The A Pulton 

will execute the move. 

NOTE : To cancel a move you must first direct the cursor to ihe word 

MOVE in the Command Then press the B button to change 

the window to the YES NO options. Finally, move the cursor to the word 

NO and press the A button m
u

 

2. PRODUCTION 

Moving your cursor to the picture of the 

(act-pry brings up the Production Screen. 

The units indicated on the screen will he 

those that you can presently produce. How 

many umls you can produce depends on 

yOur FP, There are two basic types of units 

to produce, those for air combat and those 

confined to ground warfare. You can select 

only one type per turn (that is. only one unit production ns possible until all 

units have been moved). 

NOTE - |f you manage tO deSlrpy the commanp unit guarding the laclpry 

the factory Itself will disappear. 
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3, BATTLE 

When an enemy unit is adjacent to your unit, you can angege the enemy 

in battle, Preasing the Control pad determines which adjacent enemy ui'im 

will be engaged. Pressing the A button twice begins the barite, 

i Battle Screen 

<. Graphic Window) 

The action m process 
wii l be shown in ihe 
Graphic Window. 

<BLUE Anny> 

Unit Name 

Endurance Power 
Ammunition 

<BLUE Army> 

Command Area 

< Message Area) 

Commrund communiques 

and battle reports 

<RED Army 

Ltn t Nami 
Endurance Power 

Ammunition 

<RED Anny> 

Command Aran 

1? 

■if Battle Mode 

There are two types battle possible, NORMAL and AUTO. 

(NORMAL) 

In this mode you can read to each indident as it occurs. In other 

words, you will be able to aired return fire against an attacking enemy. 

You will also be able to give appropriate commands in response to what 

is indicated in the Message Window. 

<AUTO> 

In this mode all action is determined by 

the computer. Pressing the SELECT 

button during a battle will allow you to 

switch modes Pressing the Control Pad 

will move the cursor to your choice of 

inode- Pressing the A button after ihis 

will put you into your selected mode. 

NOTE : the mode and (he scion spe-ed oi (he Message Window can 

change only once per battle scone. 



® Commands (IK NORMAL Mode} 

Ccwnmai>ds available during battle are as follows, 

■; AGTION> 

An Attack — Changes lo Weapon Select Window. 

Dee Defunst*. ■ Changes to Defense Select Window. 

Ret Retreat- - Allows defensive actions and, at times, a relreal. 

< WEAPON SELECT COMMANDS? 

St*lie units give you a weapons Option. 

Your choices are limited to two per unit. 

The normal choice is standard equipment, 

for which there is no ammo limii. The 

second choice is for special equipment, 

There is a limit on ammo for special 

weapons The special weapons have 

more lire power and belter accuracy than 

the normal weapons. Of course, the use of some special weapons may 

be inappropriate depending on ihe type of enemy that you encounter. 

14 

<DEFENSE COMMANDS? 

You should use appropriate defensive maneuvers against enemy attack. 

There ore a variety of maneuvers Ibat you can select. There ere usually 

sis basic maneuvers. 

MANEUVER 1 | - - - - — g —^ MANEUVER 2 [ MANEUVER 3 

MANEUVER 4 MANEUVER 5 MANEUVER 6 

MANEUVER 1 
Chances of avoiding 
enemy lire are nnl 
bo h*ghi But this 

can sot up a good 
courtier attach-- 

MANEUVER 4 
Chjinc« erf avoiding 
enemy fircj ;u+: high 

aflflinsl both normal 
and spaclal equip- 
merirf But you 
eannofl counfflef' 
attack. 

MANEUVER 2 
Chance* of airotdin® 

ecsemy fno am h*gh 

rKja>n$t nomnal 
eqpuipnwit 

MANEUVER 5 

Chances of awarding 
vnvmy tire are high. 

MANEUVER 3 
Chances of itwordmq 
enemy fire are h*gh 
aaairisl special 
equipment 

MANEUVER 6 

You can itfso counter¬ 
attack easily. 

Locates enemy and 
evaluates, the 

situalion. 

NOTE. Ai Irmeti maneuver 5- i*> not available 
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4, SUPPLIES 

A unit's fuel and ammunition can be re-supplied. There are two methods 

of supply. One is to use supply vehicles or cargo aircraft. A second 

method is to move your unit to a town or airport where you can use special 

supply commands. Although both methods will allow you to completely 

refuel and stock up on ammo, only a slop at a town or airport wilt allow you 

to ra-supply a uflft that requires equipment repairs. 

The maps arc organized into hongons. These hexagons can be mountains, 

woods, sea, towns, or airfiorts. The terrain in each hexagon has a direct 

effecl on maneuverability and the extent to which you can lake evasive 

action. 

< PLAINS) 

Manauvft?ubi lily iiisuge H 
Defense normal 
Evasive action norma* 

< WOODS) 

ManeLivnrafciilrry (usage 2\ 

DerariKe irp by 3- 
Evasive ac.li on down 2rr:, 

< MOUNTAINS) 

Maneuverability (usage 3) 

Evasive action down 2Cfrc 

<BARREN TERRAIN) 

Maneuverability (usage 2? 

Defense normal 
Evasive action normal 

M 



< SHOALS) 

Maneuverability {usage 2) 
Defense normal 
Evasive aclMjn normal 

<SEA> 

Larxt unit cannot move 

< BRIDGE) 

Maneuverability {usage 2\ 

Defers* up by 1 
Evasive action down *0% 

<AJflPORT> 

Maneuverability (usage l< 
Defense normal 

Evasive action normal 

Air unit supplier! and 

repaired 

< TOWN) 

rJaneiivorabiSity (usage li 

Defense up by 2 
Evasive action down by 
20% 
Land uniia supplied S 

repaired 

< FACTORY) 

NO unit can go Ihrrxflh 

Defense up by 3 
Evasive action nc*m a I 
Unit sripply location 

INTRODUCTION TO MILITARY UNITS 

1. UNIT TYPES 

Both BLUE and RED forces have 16 types of umifs 

Classified as one of the following - 
Each oi ihese is is 

Attacker 

Fighter 

Helicopter 

Battle tank 

F lag ta nk - ■ ■ ■ 

Air to Ground 

Air to Ak 
Arr tO Ground 

J J S Jeep 

Commando 
Infantrymen 

Ground lo Ground 

Grnd-Air: Gfnd-Gmd 

■ ■II Ground lo Ground Supply vehicle 
■ *■ " Ground lo Air Supply plane 

2, ADVANTAGES AND DISADVANTAGES OF MILITARY 
UNITS, 

FIGHTER 

ATTACKER BAIT! F TANK 

X 
FLAK PANZER 

The chart below illustrates the advan¬ 

tage each of these four weapons has 

over its opposilsoa. Arrows point to (he 
weapon wiih ihe weaker advaniage, 

am four of the un«ls charted on me foti 
aro stronger than the supply plane, 

supply vehicle, infantrymen and com¬ 

mandos, 



3, CAMP 
1 BLUE CAMP 

plwitw II 

■ ■ 1 1 

TVP£ MOVING FUEL LIFE Shell j F,P. (Fame Pmifi) 

|| Fighter 
10 1 e . ]* ' L“ 1 5000 

STANDARD WtAPOH NMrl VULCAN SPECJAi WEAPON SPARROW A AW 

The Phantom 11 »#* tte^mped to light off of ah ai^efflfE oa'ri<N- U i* '•**4 W »** U-S 
Navy. Mr Fgrce and then other countries. It horns the tor* oi Fighting. potential tor 

the West Side camp, _ 

F-1& 
Rgfthnf 
Faltoo 

TYPE 

FilhCi-r 

MOVING FUEL 

6 

Lift 

15 

SHELL F.P. (Fame Point) 

e 6200 

STAND AI® WL.^'ON M&1 VULCAN SPECIAL WEAPON SIDE WIMDES a AA M 

■E Ihc Fighiifi^ Falcon was 4 tv el oped to suh itrt ut e tor Ihe F-T by supporting the I b 
ha;,! e^oiloot m;murnwrd&iiity. oan cjrry h^avy paying and has irto^nsive production 

costs- 

f n 
Eagle 

TYPE 

1 
Fights 

LIFE SWELL j F P, IFami! P^rfl t 

nt £J | TOOT 

STANDARD WfctFQN I Mfrl WLCAW | 5PSQ*I- WEAPON | ftWR AAM 

TFW Ea^to I? the laifieit and stronge*! weapon m the west Side camp it ii **;n a 
pgnum la produce. bui extremely powerful. Saudi Aratxfi and isrooi e-oniflioniy nui 
Chafcii Ibis weapon'._ 

2D 

FvZ3 
AfSv-flnceri 
Ta-d+ciil 
Fighter 

STANDARD WEAPON 

SNELL F P, (Fame M 

a 7&OT 

SPECIAL WEAPON ARM AAh!i 

The Advanced Tactical Fighter is presently1 being mas* produced It will evewtu-aHy be 
replaced &y the mere advanced Yf^S which is currently Lmdei- develepmeiFit 

FPL (Fame Point) 

3400 

MK83 00MB 

The Corsair U was developed by Iht u.S. Air Force to replace the AA and righi &ff oi 
an aircraft carrier. The p#rfes were taken from ihr Ft and ace undergoing development 
for im-provemehi. 

A-10 

Thunder 
Boit 13 

W 
TYPE 

A-IO 

Att&Cfrcr 

MOVING FUEL 

8 6 

LIFE SHELL F.P, (Faw POfrit) j 

1 5 1 2 5SGQ 

STANDARD WEAPON 30mm GATING GUN SPECIAL WEAPON m%i nom 

The Thunder Sail 11 is, a large. cane seated, ground Support slacker 
capacities. Because of its strong body structure? it functions well jn 
giving if Hi ground attack fldvsrtLige. 

with large loading 
tgw altitude flights 



MOVING . FUEL LIFE shellI F P (Fti-me Point!1 j 

7 & 15 6 2400 j 

iQmm MACHINE SUN SPEC**, WEAPON 
L 

10W ATM 

The Hu*y Cobra ■& .in iHtacH hnlKOpttor wh<h i«» dwelt? ed Irom lh«i UM1 
lype is an improvement made tor attacks against tank. 

Thu S 

AH -&* 

Apdcne 

TYRE 

Arhiil*er 

HO VIM. 

7 

FUI.I- UfE SNELL F. P P™m| 

5 15 12 3 a oo 

STANnA«l> WEAPON Hffiffl CHAIN 6UN 5PFOA1 WEAPON FIRE DART 
— 

The Apache is ihe strongest hcLouptfcr used in tan* attacks, II has a sSfftng, protectiw 
body hiT uptyre anti has a Grower Eifl mechanism which I .lunches Fire Parts utiim attaching 
groyne* weapons. 

ay-sis TYPE 

Horner Attacks 

STANDAMJ WEAPON] 

MOVING FUEL | UFE SHELL F, P. (Fame Fam) 
■ 

a 6 | 15 e 5600 

malm" pie. gun jtlu al wtaton 
Tile HaffiOJ IS an improved vn-nsion of Ihu Original Hamer VTQL attacker developed in 
England. It has a large loading capacity for an attacker It also has a long N-ying 
range. 

Ml At 

Abrams 

TYPt 
Rattle 
tank 

rtiftk STANDS (WEAPON 

McrnrC FUEL ^ 

5_ d 

UF£ 

IS 

1 £.7rm MACHINE GUfil SPECIAL WEAPON 

SHELL F.P. (Fame Point) j 
1 » 

6000 
■ 

1?Qmm TAS4K GLIM 

The Aftrams began mass production in It&Q Ft is ihe latesi versiom gt die buttle ianh. 
Thi? A1 type uses a IZDirun shell. It i& the West Side ccmp's strongest tan* and is 

Eb The Leonid Ifl tank of Germany 

TYPE 
PtTPi 
lank 

STANDARD WEAPON 

MOVING 
1 — 

FUEL 
■ • ■ 1 

LtFE SHELL F.P. (Fame Paint) j 

5 J—mi s 15 1 4 1.1 4200 
t£Tmr AJW0BNF GUN SPECIAL WFAPOf. iQ&flW TANK GUN 

The Pi/BOA3 wa-s developed to r^plae® the MA3 Patton tank 
ations used in o*ref 20 countries. 
proverrterit dl Eh*fc earlter A I type 

This MBf has many yeN- 
The A3 type has (tie latest equipmcni nrwl i-s ah Ira- 

WA1 
Sergeant 
fork 

type 
FLAK 

PANZER 

MOVING FUEL 

STANDARD VpLAPQN 

LIFE SHELL F.P. {Fame Point) | 

15 — •3000 
1 1 ■ ■ 

AGmrn MACHINE GUN SPECIAL WEAPON 

the Sergeant York IS j IIIak panz$r equipped with Ewo 4.0mm Shells .s-T>d .a search radar 
capable of pmr swing tits M-4SM&T Nag tank, 



MAS 

Cauparral 

tvpe 
FLAK 
P At+ZE R 

-— _ 

MOVING 
| I 

FUEL UF£ 5HELU F.P. (Fame PUM) 

5 6 15 4 4600 

jSTANDAJKD WEAPON I CABENt GUN SPECIAL WEAPON SAM 

Thu Chaparral ip- a llaH panzer eqiilpfMd with .a rfdttfriflder ground to* air missile. 

M1V Tpw 
Miaoite 
Laifflchtfr 

n 

type 
B-P5t! 
Tank 

STANDARD WEAPON 

MOVING ' FUEL LIFE 

■—^^ 
SHELL F„P, (FflmU PotOt) 

6 
■ 'i 

15 L.._e. . 1000 

CABINE GUN SPECIAL WEAPON 

The Tow Missile Launcher s5 a lank equipped *«lh a (ctw missile. It Is light ar>d 

tCit flUOBtMVP 

KC-13-S 

TTP6 
Stippl* 
plane 

■HL M 

T MOVING FUEL 
- 

8 G 

LSFE SHELL 

15 

STANDARD WEAPON Wmirt MACHINE GUN SPECIAL WEAPON 

F.P (Fame flotnij 

3000 

The KC13S is a ranker which was roHiiBftructid Urom tlw 8?0? phaswt&er phine, Thi? 
airplane? is used* to refuel other aircraft in mid-flight. 

Supply 

VtfMdg 

; TYPE 
S4i|>pJy 
vettde 

inuc 

MOVi NO FUEL 

8 6 

LfFE 

15 

■ STAW&RD WEAPON tz Mm MACWK GLW 

SHELL : F P (Fame PttitlO ! 

CzJ 1SOO 1 

SPECIAL WEAPON 
Blgl 

The Supply Vehicle 15 used to supply .imnvuniiJrai or lufil. 

1 
T 

w 

Iflfanlry 

men 

TYPE 
Infarrfry 
mnn 

MOVING FUEL 

4 10 

LIFE SMELL 
' " 

15 

STANDARD WEAPON CABlNF GUN SPECIAL WEAPON 

F.P. [Fame PtiiJil) 
n 

! 1 

0 

On* t#am of infantrymen consists ol four peopffl. They are the lowest ranked soldiers. 
Their equipment and dufimse are poor, but they are always available for £irvtGfl. 

COTMl 
mhff)05 

Commandos 
TYPE 

Commando 

MOVING 
--- 

FUEL iM 

4 | 10 is 

SMELL 

4 

F P, (Fame Point) 

800 
■M 

STANDARD WEAPON CABINE GUN SPECIAL WEAPON &PG-7 

The Commaifcd^s ar© ttue elite a&ldi^S. Because Itiey are equipped with missiles, they 
are at a belter advantage than the InfanbrymtA. 



2 RED CAMP 

MIG-23 

FUDDGER 
HI6-Z3 

TYPE MOVING FUEL LIFE ' SHELL r P. ffamaPotrft) 

Fighter 

— ■ 
e IS L*,. 5000 

STANDARD WEAPON MACHINE GUN 5PEOW WEAPflN /.rno AAM 

The Fhwef is a varuibt* wing tighter which wjj -devaJoped js s sutotitudcin far 
MiG?I.. U is the East Side's ma«i iighter plane There .ire nwiy tfafraliofis,, bul Wim 
type ur,<‘d in Chii ^mr i$ the Ml 

MLC»?9 
FULCRUM 

TYPE 

Fighter 

STANDARD WEAPON ’ 30 mm MACHINE GUN 5PfOAL WEAPON 

MOVING FUEL ure SHELL F.P, (Fame Part's) 

10 | I e 15 6 6200 

AA a I AAM 

The Fulcrum is now tlw most ptiweflul Sovie5 fiMtWlmf P^rve. if ns fuil shport el being, 
equal to UH U.S- Air F&rc#J5 most powerful p4*ni!?. 

SU"’?7 
R®nter 

TYPE 

Pi#t3ef 

STANDARD WEAPON 

H0HN6 FUEL | LIFE 1 SHELL | F P {Flr»* Pflmt> 

i •? 
6 15 Li 11 | 7000 | 

ZSnral MACHINE GUN SPECIAL WEAPON ALAMO AAM 

Tfie Flanher is a new brand ol lighter Which was rgcefttly esposad to the West Sidt? 
(lies HRO«(rti'0n#Wf high m spile oi its fli*g« body. It is eHnMtvbta in Ihf FIS. 

It 

Mifi-33 

fYPE 

Fighter 

STANDARD WEAt'ON 

MOVING FUEL LIFE SHELL FF (Fame Pc-int^ 

11 $ 15 3 7800 

3flmm MACHINE GUN SPECIAL WEAPON ALAMO AAM 

Th. % r Is an ehocrlnuirit.al lights intended to fight against the F2'A 

stl- 17 

SU-17 TYPE MOVING FUEL 

FITTER AttacAer 

» ■ ■ 
8 6 

LIFE 
T 

SHEXL F. P (Femp Pbmc;i 

IS 30 3JQP 

standard weapon hq.-.m, machine: gun special weapon bow b 

The Fisi-cr Ijl^na was originally an SLI7 lighter. A vflriabta wma ftau added giving it 
ihe versatility t* be bdih a NjfhTor ar»d an attacker 

SLJ-25 TYPE MOVING FUEL UFE Shell F.P. (Fame ftaijR) 

FROGFOOT Anadt*r 8 6 15 12 5800 

STANDARD VTCAPOH ‘30ittrnMACWINE GLffl SPECIAL WEAPON BOMB 

The f roglool is a tow aftrhNfe albdier that was produced i'n he a ccmpetilWe Mj«*tef 
aaainst the U-5, All) ftitMlwr. 
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n 

Mi ?.& 

hlIND 

TlVZ 

Atl#U«r 

I--- 
MOVING FUEL □EE SHELL F,p £F,smehamO 

~t\ 
1 & 

'i 

s 2400 
L—-A 

SWi.i A'L ATO’i Z&niW MACHINE GUN SOCIAL WEAPON SWAT1ER ATM 
■ 

The Hind it Bhc most f.imd-Mi Soviet 
pi the MiB. It as semeiirnes fencfvn c 
ground attacks, 

Us construction utilized Parts 
Its main use is in ftrt lo 

T 
MI-28 

HAVOC 

TYPE 

Attacker 

MOVING FUEL j LIFE SHELL F.P. tFjmePomO 

1 "1 I 5 l 
1 15 _ i£j 

3800 1 

Ttsc H awe 
West Side 

STANDARD WEAPON 30mm MACHINE 

i‘s new ground attach helicopter 

UN I SPECIAL weapon SPIRAL AIM 

It is comparable to the Ab-fl ol (hii 

i ■ 111 

YAK 33 TTP£ MOVING FUEL Lift 

FORGER Attacker ( ID 6 15 

SHELL F. P (Fame Point) 

8 

STANDARD V-EATON Milan MACHINE GUN SPECIAL WEAPON 

5600 

80MB 

The Forger V/5'TOL plane was developed to cftntptfe against teo Harrier., 
game. bolh planes are given larger loading capadtitts and longer Hying ran get 

In this 

■
 

T BP 
1YPE 

ftMtlip 
tank 

STANDARD WEAPON ^4 Smm MA 

MOVING 
I ■ ■ ■ 

FUEL LIFE 
1 

SHEU 

= 

F P. (Fame- Point) 

5 _ «J UL 1 4 
1 

6000 

HUCHHEGUN SPECIAL weapon t >fmm> TANK GUN 

The T8Q is the Russians la last mam battle tank improved from the Tfc.3 It is equipped 
with 12fmm m|k and a gas turbine i-n-gme. Fck this game, it »s equipped wilh a 
rc-PI«ctiwe» armor. 

T-6? 
TYPE 

battle 
lank 

STANDARD WEAPON 

MOVING FUEL LIFE SMELL F P {Farm? Pcin t) 

6 J Li " 15 14 4200 

12.7mm MACWNE GUN SPECIAL WEAPON 115mm tank gun 

The T62 w,i?, produced as a -sjub^irtutidn W liir Ti4/'SS. (1 is the best selling linker 
made in the LLSLS.R. Iln thds game, the tanker has been improved te compete against 
the M60. 

2SU-23 

SJLJKA 

tyre 
FLAK 
PANZER 

MOVING FUEL ure Shell 
■-— — ■■ 
F. P (F#itw Pmrrt) 

5 : *J Li. LJ 3000 

STANDARD WEAPON 23fflm MACHINE GUN SPECIAL WEAPON 

Tiw Sitka is a liafc pan ter used to light planes, It loads four 23 mm machine guns 
on a PI 76 body, It was commonly used in the Middle East and kn Vietnam 
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SA-e 
GECKO 

TfPt 
flak: 
panzer 

moving fuel LIFE SHELL ! F.P. (Fanif 

5 6 13 4 4600 

STANDARD WEAPON CARBINE GUN SPECIAL WEAPON GECKO SMI 

The GrrtcO is -3 ground tci air mi*5ite tartfi wh^Jh *£$ *vohr*d Irum a ZIL3& truck and 
a -aAh tank. 

BRDW ? 
TVPE 

Hattie 
tank 

MOW NG FUEL 1 UFE SHELL F P (Fame P4M) 
1 ■" 

6 

, 

6 | 15 
i ° 1 

tooo 

STANDARD WEAPON CARBINE GUN SPECIAL WEAPON SWAT TER ATM 

The RRDM2 i% a 
missile. 

■.mail, ILghiwijrvihl. armored car, It is, equi to battle a tank 

IL-76 

CANDID 

TYPE 
Supply 
plana 

MOVING f Fuei LtFE | SHELL F P. (Fame Paint) 

8 15 ; — 8000 

STANDARD WEAPON ?*m!n MACHINE GUN ( SPECIAL WEAPON 

The Candid is a supply transport plane, 
assistance. 

It is used lor both military and private 

30 

1 __ 

■ t 

L?*j « 
T, 1i F ■ P i « •!. n 

f 
iji 

— ■■ b 

T nt jc l KJ 

Supply 

Vehicle 

Type 
Supply 
vehicle 

MOVING FUEL 

6 

LIFE 

15 

SHELL | F, ft (Fane Polntf 
—4 

1600 

STANDARD WEAPON S£7rrm MACHINE GUN SPECIAL WEAPON 

capability 
It has poor dePem^e 
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[A) | RELATIONS 

gompclc against iHcs RED camp weapons and troops. 
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COMPLIANCE WITH FCC REGULATIONS 

This equipment generates and LBed rud«0 frequency energy arid il not ins tailed and used 
properly, isr m ainct accordance with Th*e manufacturer s instructions, may cause 

interference to radio and television reception It has been type lesltid and found to comply 
with i he I.mils I or a Class 8 computing device In accordance with itie Efsadhcanom in 
Subpart J of Part 15 al FCC Rules, which are designed to provide reasonable protection 

ageinst such interference in h reSidontiAl installation. Hpwever, there is 00 dun ranter that 
interference will not Occur in a particular installation. If this equipment (Joes cause «rtt«- 

lerence IO radio television recaption, which can be determined by turning Ihe equipment 
OH and on. the user la encouraged to try to correct the interference Cy one Of more of the 

following ! 
— ReOftdrtl She rec^tvir»g afftemn^ 
- Relocate the NES with respect to the receiver 

Move lho NES srwdy Irom the rfcecnvftf 
pjijg the NES into a different outlet so that computer and receiver are on d«Hereni 

dinCurtS. 
n necessary, me user should consult the dealer or an experienced racfrVielevision technici¬ 
an tew additional suggestions. The user may find the faMawing booklet [xupaed by the 

Fedora* Commiinroad-on Commission helpful: 

How to Identify and Resolve Radio TV Interference PiQblems. 
This booklet 19 avaiiBbte from the US. Government Printing Office, Washington. D.C, 

2&i02, Stock No, OW-COO-OQ34&-4. 
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VIC TOKAI INC. warranlg to the original purchase.' only that She cartridge provided with 
this manual and llxt software program coded on It will perform in accordance with the de¬ 
scriptions in this manual when used with the specified equipment, for a period of BO days 
from the dale of purchase IS the program is leund defective within BOdays of purchase, it 

will be replaced Simply return the cartridge to VIC TOKAI INC. along wilh a dated prpnf 
of purchase. Replacement of the cartridge, free of charge to the original purchaser (except 

fpr the cost of returning the cartridge! is the Ml extern of our liability. 
THIS WARRANTY IS IN LIEU OF AI.L OTHER WARRANTIES, WHETHER GFUVL OR 

WRITTEN. EXPRESS OR IMPLJEU AL:. IMPLIED WARRANTIES. INCLUDING THOSE OF 

MERCHANT!BIUTY AND FITNESS FOR A PARTICULAR PURPOSE. IF APPLICABLE, ARE 
LIMITED in DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF TlltS PRODUCT 

VIC TOKAI INC. shall not be liaMe for incidental andi'or consequential damages for Ihe 
treach Of any express a implied warranty including damage ta property and. to (he extent 
permitted by law. damages for personal injury, even if VIC TOKAI INC. has been advised 
of the possibility qt such damages. Soma slates db not allow ihe exclusion ot limitation ol 

incidental or Consequential dfunnges Of limitations on how long an implied warranty lasts, 

so the above limitanons pc exclusions do not apply to you. 
This warranty shall not be applicable to the extent (hal any provision ot this warranty 

is prohibited, by any federal. stale or municipal law which cannot be pre-empted Tbc-i 
warranty gives you specific legal rights and yw may also have other rights which vii/y 
Irom slate tc slate 
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